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he Hekaras Corridor fields of subatomic 
is a 12-light-year-long particles comprising a 
plotted route through tetryon field, and they have 
the Hekaran system, an equally disruptive effect 
established by the on sensors. 


instability, which, if they 
continue to be exposed to 
warp field energy, will 
cause ruptures permitting 
the extrusion of subspace 
into normal space. 

It is theorized that this is 
a cumulative erosive effect, 
and unless warp travel 
through the Hekaras 
Corridor ceases, such rifts 
are inevitable. Putting this 
theory to the test will 
require warp levels one 
million times greater than 
those emitted by a passing 
starship. 

In 2370 a warp core 
breach from the explosion 
of the Federation starship 

U.S.S. Fleming A/CC- 


Federation 


as a safe means of 


passage through an 
otherwise dangerous 
sector. The Corridor is a 
necessity, as without it 
starships using warp drive 
propulsion systems would 
be unable to navigate 
effectively due to the 
unusually intense tetryon 
field surrounding this region 
of space. The phased ionic 
pulse necessary to the 
warp drive engine is 
disrupted by the connecting 


The only inhabited planet 
within the Hekaras Corridor 
is Hekaras II, and the 

inhabitants have expressed 
concerns about the large 
gravitational shifts 
experienced throughout 
the system as a result of 
continuous use of warp 
drive propulsion units 
through the Corridor. The 
manifestation of problems 
is indicated by regions of 
potential subspace 


O The Hekaras 
Corridor is 
severely damaged 
by a warp core 
breach from the 
Federation 
starship U.S.S. 
FLEMING in 2370. 

O The swirling 
purple gases 
caused by the 
explosion are 
beautiful, but 
endangers other 
ships that are 
passing through. 
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A Hekaras Corridor is a narrow passage between two vast fields of intense tetryon radiation. Without the Corridor, travel through 

this area of space would be extremely hazardous, if not impossible, as the radiation affects navigation and sensors. But Hekaran 
scientists are concerned about the effects of warp emissions on the very integrity of space. 
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O A computer console 
display aboard the 
U.S.S. ENTERPRISE 
gives clear and precise 
information on the 
Hekaras Corridor and 
the dangerous areas of 
tetryon radiation which 
surround it. 


The U.S.S. Fleming 
was a Federation 
medical transport 
ship. The Hekarans 
disabled it to draw 
the Federation's 
attention to their 
problem. 


O Rabal explains the 
effects of warp 
emissions on the Hekaras 
Corridor to the crew of 
the U.S.S. ENTERPRISE 
NCC-1701-D, a Federation 
vessel typical of those 
that regularly use the 
passage. 


The damage 
already sustained 
has caused a shift 
in the orbit of 
Hekaras II. 


20316 ruptures one of the potentially devastating 
unstable regions, causing effect on starship shields, 
a subspace rift of and although there are 

approximately 0.1 light areas of stability within the 

years in diameter. The rift, further warp engine 

resulting swirling mass of activity in their vicinity is 
purple-shaded energy is not desirable as it might 
beautiful, but disastrous accelerate an already 
for future travel through expanding process, 
the Corridor as it emits If required, it is possible 

extremely high levels of for a starship to enter the 

tetryon radiation. The rift by means of a brief high 

consequent high energy intensity warp pulse from 
distortion waves generated outside. This permits a two 
from within the rift have a minute approximation of 

O Not all the damage is as visually dramatic / 
as the swirling gas clouds caused by the 
explosion of the U.S.S. FLEMING, but the 
smaller areas of pollution are just as damaging. I gm 


instabilities have also 
developed outside the rift. 

This being the case, it is 
estimated that continued 
use of warp engines will 
render the area impassable 
within 40 years. 

The effects of the 
gravitational pull on Hekaras 
II can be countered by the 
application of thermal 
stabilizers, and previous 
climatic conditions can be 
restored through the use 
of a weather control matrix. 

Current scientific ) 

knowledge, however, 

has no known method of 

either reseating the already 

open rift, nor even reducing 

its size. 

Given the ongoing effect 
caused by warp engines, 
the Federation has 
restricted travel through the 
Corridor to essential traffic, 
and instituted a limit of 
warp five in all but 
emergency situations. This 
knowledge has been 
shared with all spacefaring 
species in the hope that 
they will also observe the 
restrictions. By 2371, 

Starfleet has introduced a „ , 

new design of warp engine 
tfjft; does got appear to. ' V*>ji 
, d|gj|;pa: %hg;iabnc j of, space* jj jjjj 


this is a very risky 
procedure. 

Once caught within the 
distortion field, a skillful 
starship crew can 
maneuver their craft into a 
position to be able to 'surf' 
the distortion waves. This 
can be achieved by phase 
matching the variance of 
the ship's deflector shields 
with the energy and mass 
of the distortion wave, and 
thus riding the wave back 
out into normal space until 
it dissipates. However, this 
is only an emergency 
procedure; it raises the 
stress factors on the hull 
beyond acceptable safety 
limits. 


warp speed once inside; 
the momentum can be 
consolidated by steering 
the ship on impulse power, 
and allows for the velocity 
required to escape the rift. 
But given the potential 
navigational dangers, and 
the inability to rely on 
sensors once within the rift, 


O The Hekaran 
scientists' fears 
are backed up by the 
information available to 
the U.S.S. ENTERPRISE. 
The Hekarans' space is 
being seriously damaged 
by warp engines. 


The breach into 
subspace can be avoided 
by traffic passing through 
the Hekaras Corridor, but 
scans have revealed that 
smaller subspace 


ijlllifllllilllifi 


Hekaran 
^ scientist 
Serova and her 
brother Rabat 
come aboard 
the ENTERPRISE 
in 2370 tb discuss 
Serova's findings 
with the crew. 


Four years before the full extent 
of the damage to the Hekaras 
Corridor becomes apparent, 
Hekaran scientist Serova develops 
a theoretical model of the long¬ 
term effects of warp drive on the 
fabric of space. 

Her model predicts that 
cumulative subspace instabilities 
are likely to result in serious side 
effects, and may lead to subspace 
rifts. But at this early stage, her 
warnings fall on deaf ears and her 
findings gain little acceptance. 

Serova is eventually proved 
correct, however; she sacrifices 
her life to demonstrate exactly 
how the dangerous subspace rifts 
are formed. But through her death 
she ensures that her region of 
space will be protected from 
further warp speed damage in 
the future. 


Serova is a determined woman 
^ who has complete confidence in 
her scientific theories. With the safety 
of her entire star system at stake , she is 
prepared to give her life to ensure that 
the damage is not allowed to continue. 
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Relics of the past still and this is eventually 
remain on and around picked up by a craft 
the Briori homeworld, from the planet Earth - 
such as an ancient Earth the U.S.S. Voyager. The 
truck in orbit around the Federation ship is the 
planet and an airplane first contact with 
on its surface. With help offworlders the humans 
from a Briori generator, have had since they 
the airplane's radio has drove their mysterious 
been transmitting a Briori captors from the 

Morse code message for planet in a violent revolt 
more than 400 years, centuries earlier. 

□ Of all the strange phenomena the U.S.S. 

VOYAGER has encountered in the Delta 
Quadrant, one of the most bizarre is an early 
20th-century truck found floating in space. 
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he abducted humans, 
known as the 37's, are 
taken by their captors to 
a Class-L world which 
has an oxygen-argon 
atmosphere, fully 
capable of supporting 
human life. It is an eerily 
Earth-like planet, with blue 
skies accented by gentle 
white clouds. But the 
atmosphere contains large 
quantities of trinimbic 
interference, which can 
adversely affect the 
operation of transporters 
and targeting scanners. 

It also creates severe 
turbulence, making the 
operation of small airborne 
vehicles difficult and 
dangerous. 


Geographical data is 
limited to the Northern 
Continent, on which the 
majority of the population 
lives. The climate appears to 
be temperate, although the 
terrain suggests a certain 
aridness; it is rugged and 
dry, with steep, rocky 
hillsides and jagged valleys 
dotted with sparse scrub. 
Underground, there is a 
system of caves and tunnels. 


fL The landscape 
~ of the Briori 
homeworld is very 
like the environment 
on Earth , from where 
the ancestors of this 
world's inhabitants 
originate. 


Thick but somewhat dry 
^ vegetation covers much 
of the planet. Existence here 
has been easy, allowing the 
humans' descendants to 
build impressive , beautiful 
cities across the surface. 


the remaining Briori 
transport ships are 
destroyed during the 
revolt. The former slaves 
appropriate much of their 
alien captors' technology, 
including advanced Briori 
weaponry, and begin to build 


The abducted Earthlings 
are enslaved by the Briori 
until they free themselves in 
a violent revolt, driving their 
captors off the planet. But 
the victors are stranded on 
their new homeworld, as all 


ANCIENT SIGNAL 


Temperate, similar to 
Earth’s North America 
or Northern Europe. 

Atmosphere Oxygen/argon; marked 
by severe trinimbic 
interference. 

Important Features The population lives 
on the Northern Continent, mainly 
in three large cities. 

Starship Log 
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least until their intentions 
are proven to be friendly. 
Their security forces, 
dressed in black body 
armor and face-obscuring 
helmets, are an 
intimidating sight. Hand¬ 
held energy weapons of 
probable Briori origin 
complete the picture of 
a culture that is not afraid 
to fight for what it 
believes. Once their initial 
suspicions are allayed, 
however, the 37's are a 
friendly people, eager to 
show off and share all 
they have accomplished 
over 400 years. 

The sacred shrine 

A fairly superstitious 
people, the 37's revere 
with quasi-religious zeal 
anything that has to do 
with their near-forgotten 
Earth heritage. Among 
the subterranean mines 
which lie beneath the 
planet's rugged terrain 
there is one special 
chamber. Inside this cave 
are eight of the original 
human beings abducted 
in 1937, preserved by 
Briori technology in 
cryostasis units. For some 
unknown reason, these 
individuals were not 
revived and utilized as 
slaves, and have 


— The descendants of 
Ty the original abducted 
humans defend their 
ancient sites with 
religious zeal. They wear 
dark , heavy body armor 
and carry Briori weapons. 


remained in stasis during 
the intervening 400 
years. The planet's 
inhabitants believe this 
chamber to be a sacred 
shrine, the final resting 
place of their hallowed 
ancestors, the original 
37's. As such, no one has 
been allowed to venture 


a The crew of the U.S.S. VOYAGER are drawn to 
the planet by the Morse code message they pick 
up from the ancient airplane. Their search leads to 
cryostasis chambers in an underground cave. 


continues. 


◄ The U.S.S. 

J VOYAGER 
crew do not realize 
their assailants are 
human until they 
remove their 
helmets. They are 
surprised to find 
humans so deep in 
the Delta Quadrant. 


The inhabitants 
are of hearty stock, 
descended from 
ancestors of 
indomitable 20th-century 
spirit. They hold freedom 
in the highest regard, 
and are quick to fight to 
protect it. Although the 
Briori enslavers have 
never returned, the 37s' 
descendants remain 
vigilant and ready to repel 
any who might attempt to 
subjugate them again. 
Strangers are likely to be 
greeted with suspicion, at 


into the cave for 
generations. 

Another deeply-held 
tradition is the reverential 
tending of an ancient AM 
radio transmitter, still 
operating from inside the 
cockpit of a 20th-century 
Earth twin engine 
airplane. Powered for 
hundreds of years by a 
fusion-based Briori 
generator, the radio has 


been constantly 
broadcasting a distress 
signal utilizing old Earth 
Morse code. The 37's 
consider it their sacred 
duty to make sure that 
nothing disrupts the 
operation of the radio 
and the continuous 
transmission of the 
signal. 

After the signal is 
answered by the 
Federation starship 
U.S.S. Voyager NCC- 
74656 , and the 37's 
within the sacred 
chamber revived, the 
people of the former 
Briori planet generously 
offer the crew the 
opportunity to stay and 
join them, although none 
of them do so. But a 
new era begins for the 
descendants of the 
original 20th-century 
abductees. Armed with 
a fresh insight into their 
past, and joined by the 
eight individuals they 
once revered as sacred 
ancestors, the process 
of building a thriving 
human civilization in 
the Delta Quadrant 


a thriving human 
civilization. They are 
proud and fiercely aware 
of their former status, and 
are determined never to 
be enslaved again. 

Over 15 generations, 
the humans have 
successfully developed 
their community into a 
sophisticated civilization, 
the majority of whom live 
in three beautiful cities. 
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O The humans' 

surnames tend to 
be adopted from 
20th century Earth 
cities such as Berlin 
and Evansville. 

O At the time of the 
revolt against the 
Briori, the humans 
numbered just over 
300. Today, there 
are more than 
100,000, all 
descended from 
the original group 
of abductees. 











I FEDERATION STHRFLEET 

Q \ FILE S 5 g 




FILE S5 card 11 



NAME: 

u.s.s. 


ENTERPRISE NCC-17Q1-D 


PLAN: 

SYSTEM LOCATIONS 


FACILITY: 




































































































0 



FEDERATION STARFliET 


FILE S5 




NAME: 

U.S.S. ENTERPRISE NCC-17D1D 


PLAN: 

SYSTEM LOCATIONS 


FACILITY: 



direction of flight; their 
primary purpose is to detect 
and protect against pieces of 
interstellar debris that could 
be disastrous if impacted 
even at sublight speeds. 


able to retrieve information at 
speeds faster than light. The 
normal operating speed of 
the long range sensors is 
approximately five light years 
at high resolution mode. 
Lower resolution levels can 
extend the range of the 
sensors to 17 light years, but 
the quality of data received 
will be reduced accordingly. 

The sensors scan in the 


The long-range sensor 
system array is located at the 
front of the engineering hull, 
directly behind the main 
deflector dish. It is designed 
to scan ahead of the starship 
to detect the presence of 
objects or unusual 
phenomena. 

The sensor array consists 
of high power subspace 
frequency sensors that are 


O Long range sensors 
provide information 
on phenomena and objects 
in the ENTERPRISE'S flight 
path, allowing a smooth 
course to be plotted. 


_ 


are reached through the 
personal airlocks which are 
positioned close to the arrays 
specifically for that purpose. 


are 284 available pallet 
positions; special designation 
pallets can be installed for 
specific missions. 

The instrument devices are 
modular so that they can be 
quickly replaced if damaged. 
The smaller instrument 
devices can be accessed 
from service ports inside the 
ship. Larger devices, which 
require extravehicular access, 


Like human skin, the hull 
of the U.S.S. Enterprise is 
instantly aware of changes 
in its environment, due to a 
series of lateral sensor arrays 
positioned all around the hull. 

Each array consists of a 
rack of individual sensor 
instrument pallets; there are 
144 of these, distributed on 
the primary and secondary 
hull lateral arrays. In all, there 


R Lateral sensors check 
■R the local environment, 
providing information on 
the conditions surrounding 
the ship. For example, 
they may warn of high 
radiation levels within 
a star system. 


The primary mission of the U.S.S. Enterprise NCC-1701-D is lo 
uncharted reaches of our Galaxy. In beeping mith this hold mandate, 
Enterprise is one of the most advanced scientific starships in existent 
and has been equipped mith the ultimate in Federation technology. 


T he technology includes a remarkable array of sensor systems. In brief, 'sensors' is 
the general designation given to an impressive collection of scientific instruments that 
provide vital environmental information to the ship's crew. 

The ship has several sensor arrays located at multiple points around the outer hull. 
There are three distinct types of sensor arrays installed in the U.S.S. Enterprise NCC- 
1701-D, each with its own functions and specific tasks: the long-range sensors, the 
lateral sensors, and the navigational sensors. 


of the U.S.S. ENTERPRISE NCC-1701-D, providing 
a wealth of information about the ship's environment 
and course. 


navigational sensors 

Multiple navigational sensors 
feed raw data to the ship's 
navigational processing 
computers in a continuous 
stream. This data is then 
converted into readable 
information on the ship's 
position and velocity. 

There are two different 
types of navigational sensors 
on the Enterprise. Long-range 
sensors are used when 


traveling through 'empty' 
space, often at warp speeds. 
However, within a star 
system, or orbiting a planet, 
short range sensors will more 
often be used to provide 
navigational information. 

There are a total of 
350 navigational sensor 
assemblies; they are isolated 
from the general sensor 
arrays to eliminate the 


danger of crosslinks, and to 
provide a direct path to the 
computer processing units. 
Particularly during warp 
speed maneuvers, instant 
input and analysis is critical. 

^ Navigational sensors 
allow the ENTERPRISE 
to safely navigate around 
the planets and other 
celestial bodies that are 
encountered within star 
systems. 




















































































T he Lysian Central Command is a massive 
Lysian space station, located deep within 

the Epsilon Silar System and manned by 
a crew of 15,000. It appears to be floating 
freely in space and is not tied to planetary 
orbit. Physically, the station comprises a 
large, triangular-shaped top section from 
which three legs protrude; one leg on two sides 
of the top section extends horizontally downward, 
while the third extends backward from the main 
section and then angles acutely forward. 

The top section's main feature is a flattened 
sphere which protrudes above and below the 
triangular shape of the main hull; the bottom of 
the sphere glows with a circle of neon blue light. 
The flat sections which protrude from each side 
of the sphere connect with the vertical legs, one 
at each of the corners of the base of the triangle; 
the angled leg connects with the triangle's point. 


The vertical legs are oval cylinders of 
approximately equal length to the width of the top 
section. Numerous windows within the structure 
indicate that the interior contains multiple decks. 
There are also many levels within the angled leg, 
which also displays several windows. The leg 
appears to be narrower than those on the side. 
Whether the station was constructed in this 
location or was capable of moving here under 
its own propulsion from a construction site 
elsewhere is unknown, but it is an impressive - 
piece of engineering built by a technologically 
advanced race and is considerably larger than a 
Galaxy-class Federation starship. 

Size is not everything, however. The sheer bulk 
of the station is impressive, but its weaponry and 


defensive capabilities leave a lot to be desired; by 
Federation standards they are rather primitive. 

The station's first line of defense is a fleet of 
small, unmanned sentry pods equipped only with 
lasers, which are easily destroyed by Starfleet 
phasers. The Central Command itself is defended 
by four laser cannons, and cobalt fusion warheads 
can also be fired from the station, but none of 
these weapons pose any kind of a threat to the 
shields of a Starfleet ship. The defensive 
capabilities of the station are equally primitive; 
a single photon torpedo would destroy it 
completely. Luckily for the Lysians, the weaponry 
of their longtime enemies the Satarrans with 
whom they were at war at the time of their last 
contact with Starfleet, is no more advanced. 


^ On the 
^ underside of 
top section of the 
LYSIAN CENTRAL 
COMMAND, a 
ring of bright blue 
light surrounds a 
flattened dome 
which extends 
downward; the 
light illuminates 
the angled leg. 


w Information 
T on the 
LYSIAN CENTRAL 
COMMAND has 
been placed in 
the computer 
databanks of 
the U.S.S. 
ENTERPRISE by a 
Satarran posing as 
a crew member. 


^ The LYSIAN CENTRAL COMMAND is a huge structure, but 
the combat capabilities of the Lysians do not match their 
engineering skill. Despite its impressive size, the station's defenses 
are relatively primitive and could be breached by a photon torpedo. 


± A Satarran, whose 


A A Satarran, whose race is at war with the Lysians, has tricked 
the much more powerful U.S.S. ENTERPRISE into attacking the 
LYSIAN CENTRAL COMMAND, but the fact that the vessels are so 
unevenly matched alerts the crew to the truth. 
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B'Elanna Torres and Captain Janewag 



At first, B'Elanna often lets 
herself get too excited, but 
Janeway does not let this blind 
her to the engineer's skills. 


in science and engineering, 
Janeway and B'Elanna find a 
common ground where they 
share values and interests. 


As Chief Engineer, 
B'Elanna Torres 
is one of the 
senior officers 
aboard the 
U.S.S. 

VOYAGER and a j 

valued member | 
of Janeway's 
team. The captain 
must be able to 
trust all her crew 
implicitly to ensure 
ship's operations 
run smoothly. 


By pooling their 
knowledge and 
experience, 
VOYAGER'S two 
most senior women 
officers have 
overcome many crises 
faced by the ship. 


captain. 

’Caretaker' [VOV] 


A B'Elanna lorres is a fine engineer 
with enormous natural skill. Captain 
Janeway sees the value of these qualities 
even through Torres's Klingon temper. 


fl Starfleet captain isn't likelij to have much 
in common mith a Maquis rebel but mutual 
respect and even friendship has developed 
between Captain Janeway and B’Elanna Torres. 


X 

■ he half-human, half- 
H Klingon Maquis 
M rebel B'Elanna 
M Torres isn't the first 
person Captain 
H Kathryn Janeway 
H of the U.S.S. 
Voyager NCC-74656 has in 
mind when she needs a 
new Chief Engineer, but 
from an initial hostility 
toward one another, the 
two women soon develop 
the measure of respect 
each of them deserves. 

Janeway's interest in 
Torres is piqued when she 
looks over the Starfleet 
Academy dropout's 
academic records. In 
researching Torres' brief 
Starfleet career, Janeway 
discovers she could not 
control her unruly temper 
long enough to graduate 
from the Academy; there 
are four disciplinary 
hearings and one 
suspension in her record. 
Torres remembers 


quarreling with one of her 
instructors, Professor 
Chapman, on a daily basis. 
She always questioned his 
methods and assumptions, 
and he always rebuked her. 
Instead of being appalled, 
Janeway is intrigued 
enough to probe further - 
perhaps because she broke 
a few Academy rules 
herself as a student. 

Growing respect 

Torres SAYS she quit the 
Academy because she 
realized she could not make 
it in Starfleet. In fact, she is 
the first person to tell 
Janeway that she's not 
officer material. But the 
captain doesn't dismiss 
Torres' potential just 
because she can be quick 
to lose her temper in the 
ready room. The final 
test, in the captain's 
eyes, is how Torres 
performs under 
pressure. 






























PERSONNEL FILES 
B'Elanna Tones and Captain Janeuiaii 




When the Dreadnought missile 
attempts to destroy an innocent 
world, the Chief Engineer puts 
her life on the line to stop it. It's 
nothing less than Janeway would 
expect from Torres, and the 
incident highlights the fact that 
Janeway's and Torres' values are 
synchronous; they share bravery 
and nobility. 

For both women, the safety of 
the crew and getting home is 
paramount. By choosing Torres as 
her Chief Engineer, Janeway has 
given the former rebel a chance to 
fulfill her potential and become as 
fine a Starfleet officer as Professor 
Chapman envisioned she one day 
could be. 


B'Elanna's professional relationship with 
Captain Janeway means she attends important 
meetings in which she may be asked for her 
help in solving a number of problems. 


NOT ALWAYS IN AGREEMENT 


Overall, B'Elanna has repaid 
Janeway's trust by proving herself to 
be an extremely efficient and diligent 
Chief Engineer. She has, however, 
seriously gone against the captain's 
orders on one occasion: when the 
crew find themselves on the receiving 
end of the Sikarians' version of the 
Prime Directive. 

B'Elanna is one of a group of 
officers who attempt to fit Voyager 
with a Sikarian spatial trajector 
which, it is hoped, will speed their 
journey back home. The plan fails and 
the conspirators are revealed, but 
this single betrayal has not harmed 
B'Elanna's and Janeway's relationship. 


The troublesome Seska, and even the 
Starfleet veteran Lt. Carey , are B'Elanna's 
co-conspirators in the attempt to fit the U.S.S. 
VOYAGER with unauthorized technology. 


★ Working wifh the besf 

The position of Chief Engineer is one which 
carries immense responsibility. B'Elanna 
must keep Captain Janeway and other senior 
officers up to date with all engineering 
developments aboard the starship. 


"Some professors lie students mho 
challenge their assumptions. B'Elanna. 
And so do some captains." 


-Captain Janeuiaii to B'Elanna Torres 


★ Part of the team 

B'Elanna is often part of the team of senior officers who make 
important decisions about VOYAGER'S progress. Janeway welcomes 
her opinions as well as those of seasoned Starfleet veterans. 


addition to their 
professional 
relationship, 
Janeway has 
made a real effort to get to know 
the prickly engineer a little better. 

Quick and efficient thinking 
comes naturally to Torres. She 
prefers the intellectual 
environment of the engineering 
bay over personal discussions. 
Initially, the captain isn't someone 
she's interested in knowing, either 
professionally or personally. But 
the event horizon crisis allows 
her to glimpse another side of 
Janeway: her scientific mind. The 
two bounce ideas off of each other 
in rapid-fire succession until a 
solution is uncovered. The 
exchange reveals to Torres that 
Janeway isn't merely an 
unapproachable Starfleet captain, 
but someone who thinks along the 
same lines as she does. Without 
intending it, Janeway earns Torres' 
respect, and vice-versa. 

Before promoting Torres to 
Chief Engineer and the rank of 
lieutenant, Janeway tells her that 
Professor Chapman noted in her 
permanent Starfleet file that, 
should Torres ever reapply to the 
Academy, he would support her. 
Janeway remarks that some 
professors like it when their 
students challenge their 
assumptions - and some captains 
do too. It is the beginning of a 
working relationship that deepens 
into friendship. 

As Voyager traverses the Delta 
Quadrant, Torres has many 


When Torres learns she is being 
considered for Chief Engineer, she 
resents being judged by a Starfleet 
captain. An extremely private 
person, she dislikes Janeway's 
attempts to get to know her better. 
As far as she's concerned, the 
captain has no business prying into 
what prompted her to leave the 
Academy. Her impression of 
Janeway is undoubtedly rather 
negative - all Torres sees is the 
, uniform, and all she hears are 
commands. 

The stalemate between the 
captain and Torres might have 
continued indefinitely if they 
weren't in the Delta Quadrant, 

but here they meet situations 
that call upon Torres to use her 
impressive intellect and ability to 
think creatively and quickly. 


Janeway can't help but notice that, 
when Voyager is trapped in an 
event horizon of a quantum 
singularity, it is Torres who saves 
them from entrapment before Lt. 
Carey can come up with a feasible 
alternative. Later, when Voyager 
accidentally injures a nebula that 
turns out to be a massive, organic 
life form, it is again Torres, with the 
Doctor's prodding, who realizes 
they can mend its wounds by 
using a nucleonic beam along its 
edges to promote regeneration. 

Building mutual respect 

Out in the Delta Quadrant, 
B'Elanna's innovative thought 
process is crucial to the crew's 
survival. Janeway understands her 
vast potential after watching her 
handle numerous crises. In 


opportunities to work closely with 
her captain. 

When Voyager encounters three 
people in a state of artificial 
hibernation after solar flares have 
destroyed their settlement, and a 
computer malfunction traps their 
minds in an artificial environment, 
Torres interprets a message from 
one prisoner to dismantle the 
program's optronic pathways. 

This disassembles the world and 
its characters piece by piece; 
Janeway watches with approval, 
trusting her Chief Engineer to 
conquer the problem. When the 
program eliminates one captive in 
revenge, Janeway realizes the 
manifestation of fear is to blame. 
Using Torres' skills, Janeway 
conquers fear without sacrificing 
another life. 
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specifications and with 
the service records of the 
ship's senior staff. He 
immediately sets about 
transforming procedures 
aboard the Enterprise to 
suit his command style and 
the mission ahead. 


gB 1 Jellico has earned 

a reputation for 
himself as an 
A % expert in dealing 

f with the often wily 

§ Cardassians. Vice - 

Admiral Alynna 
fM Nechayev in 

particular has 
_ great confidence 

m in his abilities, 

and chooses him 
JFfm* personally for 
such missions. 

mission. With hardly a 
moment's notice, Jellico is 
in command of Starfleet's 
flagship vessel, yet when 
he sets foot on his new 
ship, he is completely 
familiar with Galaxy-class 


Jellico keeps himself 
on top of all available 
information and is well 
versed on the U.S.S. 
ENTERPRISE before he 
sets foot on the ship. 


Jellico can sustain little 
sympathy and even less 
patience for the crew's 
difficulty in making a 
transition to a new 
commander. He expects 
his orders to be carried out 
immediately and to the 
letter, no matter how 
difficult. As a commander, 
Jellico is exacting and even, 
some say, controlling. 

Once on board the 
Enterprise , Jellico shocks 
Chief Engineer Geordi La 
Forge by demanding that 
he upgrade the power 
transfer levels by 20 


Jellico's experience with 
the Cardassians ensures 
that he is not afraid to 
stand up to them when 
necessary. 




± Captain Edward Jellico can come 
across as a hard and inflexible 
commander, but beneath this brash 
exterior is a skilled , competent captain 
who always gets the job done, especially 
where the Cardassians are involved. 


Captain Edward Jellico can seem arrogant and abrasive, but when Captain Jean-Luc Picard 
is sent on an undercover mission into Caidassian space, no one is better qualified to take 
temporarq command of the U.S.S. Enterprise HCC-17014 


W ith his curt, 

arrogant manner, 
Edward Jellico 

may not win any 
popularity 
contests, but 
few people 

would question his abilities 
as a Starfleet captain. 

Jellico begins his career 
as a shuttle pilot, and he 
looks back fondly on his 
days piloting the Jovian 
run between Jupiter and 
Saturn. To break up the 
monotony of shuttling 
between the two planets 
once a day, every day, the 
young Jellico indulged his 
thirst for action by 
executing the forbidden 
Titan's Turn, a daredevil 
maneuver around Saturn's 
largest moon. Such 
aggressive confidence has 
come to characterize 
Edward Jellico. 

Jellico has risen through 
the ranks to commanding 
officer of the U.S.S. Cairo, 
an Excelsior -class 
Federation starship. 

He has grown into an 
experienced starship 


captain in whom Starfleet 
places great confidence. 
Vice-Admiral Alynna 
Nechayev in particular has 
come to rely on Jellico's 
experience in dealing with 
Cardassians; Jellico is an 
integral part of the 
negotiating team that 
brokers the original 
armistice between the 
Cardassian Union and the 
Federation. His role in the 
armistice makes him the 
best candidate to lead a 
sensitive mission two years 
later, when the Cardassians 
begin redeploying divisions 
of ground troops at 
locations along the 
Federation border. 

Feeing the enemy 

Watching Jellico in 
command, it is easy to see 
why he has earned the 
respect of his superiors, 
while his crew often find 
him demanding. He 
operates on a level of 
energy seldom seen in 
men half his age, and he 
expects the same drive and 
stamina from his crew. 

For the Cardassian 
mission, Jellico is given 
command of the U.S.S. 
Enterprise NCC-1701-D, 
replacing Captain Jean- 
Luc Picard while the latter 
is sent on an undercover 


Edward Jellico 


officer. u.S.S. Cairo 

Cardassians 

Captain Jellico was part 
of the team that negotiated the 
original armistice between the 
Cardassians and the Federation. 

'Chain of Command' 
Parts land 2 [INC] 


Captain Edinard Jellico 












































PERSONNEL FILES 
Captain Eduiard Jellico 



enraged Cardassian Gul Lemec in 
a succinct yet convincing manner. 

But there is also a softer side to 
Edward Jellico. Despite his 
insistence on formality, he is in the 
habit of addressing his crew by 
their given names, revealing that 
despite the distance that 
sometimes occurs between him * 
and the crew, he does care about 
them as individuals. Even in the 
short time he spends aboard the 
Enterprise , he bonds with La Forge 
over their shared experiences on 
the Jovian run, and even tries to 
connect with Riker by getting him 
to talk about his musical interests. 
He is demanding of his crew, but 
he doesn't deliberately set out to 
antagonize them. 

His warmth sometimes has to 
take a back seat to accomplishing 
mission goals, but a glance around 
the captain's ready room shows 
that Edward Jellico is also a family 
man. Proudly displayed on the 
walls are the artwork of his young 
son, juvenile scribblings over 
which Jellico displays an obvious 
paternal pride. 

It is perhaps a combination of 
all these qualities - energy, 
dedication, arrogance, confidence, 
exactitude, and a warmth that 
sometimes takes a back seat to 
duty - that makes this man of 
action such a success in Starfleet. 


A NEW STYLE 


Jellico's command style is very 
different from that of Captain Picard. 
He tolerates no questioning of his 
judgment or authority. He demands 
absolute professionalism from his 
crew, and insists on a certain 
formality on his bridge; all bridge 
officers are required to wear standard 
uniforms when on duty, even the 
ship's counselor. He requires the best 
possible performance from the crew 
and from the ship itself. 


Captain Jeilico insists that 
Deanna Troi wear full Starfleet 
uniform at all times, rather than 
the more informal outfits Captain 


During Jellico's time as captain 
of the U.S.S. ENTERPRISE, the 
rest of the crew retain their usual 
positions in the ship's command 
structure. 


★ Handing over 

In keeping with 
Starfleet official 
procedure. Captain 
Jean-Luc Picard is 
required to formally 
hand over control of 
the U.S.S. ENTERPRISE 
to Captain Edward 
Jellico, even though 
the situation is only 
temporary. 


★ Good wishes 

After the ship has been 
handed over, the two 
captains wish each 
other luck. Jellico is 
one of the few people 
who knows the truth 
about Captain Picard's 
secret undercover 
mission into Cardassian 
space. 


percent and increase the efficiency 
of the warp coils by a minimum of 
15 percent above specifications. 

He tells the startled La Forge that 
he is "not interested in the specs." 

Like most outstanding captains,' 
Jellico displays supreme self- 
confidence, even when he has 
private doubts. He has been called 
arrogant by some, and probably 
with good reason. He believes his 
way is the best way: a first officer 
who challenges Jellico's decisions 
may find him- or herself relieved of 
duty, as happens to Commander 
William Riker. This quality, while 
abrasive at times, is undeniably 
part of Jellico's success. 

As a negotiator, Jellico is 


anything but a diplomat. While 
others may employ tact and reason 
at the negotiating table, Jellico 
uses strategy, guile, and his 
considerable acting ability to out- 
psych his opponents. He lets no 
one gain the upper hand. 

Jellico's outlook seems more 
cynical than that of the Enterprise's 
regular captain. While Picard 
always holds out the hope for 
peace with the Cardassians and 
tends to view each Cardassian he 
meets as an individual, Jellico finds 
Cardassian behavior predictable 
and contemptible. He likens 
Cardassians to timber wolves, and 
bases his negotiation tactics on 
this assessment, rather than on 


★ No arguments 

Captain Jellico does not tolerate 
his orders being questioned; he 
believes his officers should 
follow orders, and is prepared to 
relieve of duty those who don't. 


the personalities of the individuals 
at the negotiating table. 


R softer side 

Jellico is a hard man, but his 
methods work. He successfully 
neutralizes the Cardassian threat, 
rescues Jean-Luc Picard from the 
Cardassians, and prevents war, all 
without any loss of life on either 
side. And one can't help admire his 
colorful and confident style. When 
Jellico invades Cardassian space in 
an attempt to thwart a Cardassian 
invasion of Minos Korva and to 
secure the release of Picard, he 
sums up the situation for the 


"I'm no! going to argue mi gou, Gul Lemec. Every 
one of your ships has a mine on iis helly, my finger's 
on the button, and you're in a very bod position."- m 


★ Clash 

Commander Riker 
does not always see 
eye to eye with his new 
captain. He is more used 
to dealing with Picard. 
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H lexander 

Rozhenko is born 
on the 43rd day of 
Maktag, 2366. He 
is the product of a 
love affair, rekindled 
in 2365, between 
Lt. Worf of the U.S.S. 
Enterprise NCC-1701-D 
and K'Ehleyr, a half-human, 
half-Klingon emissary. Worf 
is unaware of his son's 
existence until K'Ehleyr 
returns to the Enterprise 
a year after his birth. 

Three-quarters Klingon 
and a quarter human, 
young Alexander's early life 
is one of confusion. Worf 
tells K'Ehleyr he does not 
want to acknowldge 
Alexander as his son; 
he fears the boy will be 
associated with his 


discommendation and the 
dishonor of the House of 
Mogh. Despite this, he is 
adamant that Alexander 
learn Klingon traditions. But 
the boy has other ideas 
about being a warrior. 


Like all children aboard 
the Enterprise, Alexander is 
taken to the ship's school, 
where he quickly displays 
a violent temper. This 
prompts his father to start 
to instill in him the Klingon 
values that his mother has 
chosen not to. Worf's first 
lesson to Alexander is a 
typical Klingon belief: there 
is no honor in attacking the 
weak. 

Another lesson follows 
when Alexander pesters his 


Sergey and Helena 
Rozhenko do their best 
to give a Alexander a 
loving home, but they 
are too old to control a 
disruptive Klingon child. 


Alexander's half-human mother would 
rather he chose his own way in life. She 
has given him little instruction in Klingon 
warrior culture, but Worf is determined 
to put this right. 


Not all of Klingon culture 
is linked to fighting, and 
Worf is keen to share 
these elements with his 
son as well as the more 
violent aspects of their 
heritage. 


Worf's relationship with 
his son is not always easy. 
But the more contact they 
have, the more they come 
to understand each other. 


^ Alexander is only one-quarter 
T_- human, but his mother's attitude 
toward Klingon culture has had much 
more of an effect than his genes. 


KLINGONS AND TRADITION 














































traditional Klingon weapon. Worf 
explains that his is an heirloom that 
has been in his family for 10 
generations, and promises to teach 
his son how to use it on the 
holodeck when he has time. 

The lives of both Alexander and 
Worf take a disturbing turn when, 
after they have been spending 
some time together, they find 
Ambassador K'Ehleyr mortally 
wounded in her quarters. She has 
been stabbed by Duras, whose 
family history she had been 
investigating; she was about to 
expose their dishonor. As K'Ehleyr 
lies near death in a pool of blood, 
Worf tells young Alexander that as 
he has never experienced death 
before, he should look upon it and 
never forget it. 


and then deny it. This prompts his 
father to teach Alexander even 
more Klingon legends, such as the 
story of brothers Kahless and 
Morath, who fought for 12 days 
and 12 nights when Morath told a 
lie and disgraced the family name. 

Ms. Kyle has faith in Alexander; 
his test scores show he is bright 
and will be a good student. But he 
is defiant, overly aggressive toward 
others, inattentive and a bully, and 
he still tells lies. He is described as 
acting on internal feelings, and 
then making up stories to cover his 
behavior. On one occasion he tells 
Ms. Kyle that Klingons do not 
listen to teachers. 

Striving to impress his father, 
Alexander takes a turn on the 
holodeck doing the novice level 
Klingon calisthenics program. 
When he is discovered, Worf is not 
amused, which increases the boy's 
confusion. This time, it is for using 
the bat'leth without permission; 
Alexander thinks he is doing what 
a warrior would do. Worf threatens 
Alexander with being sent to a 
Klingon school, saying that only 
there will he learn the lessons that 


As ship's counselor, Deanna Troi 
is on hand to give Worf advice on 
his parenting technique. 


With little time to grieve or bond 
with his father, Alexander is sent to 
live with Worf's foster parents, 
Sergey and Helena Rozhenko, 
back on Earth. Worf lacks the 
confidence for parenthood, and 
feels they can provide a proper 
home for the boy. Before 
Alexander leaves, Worf finally 
admits their relationship. 

Alexander goes to school on 
Earth and even lives in Worf's old 
room in the Rozhenko house. 
However, the youngster soon 
proves too much for the elderly 
Rozhenkos, and Alexander returns 
to the Enterprise, accompanied 
by his 'grandmother', Helena, the 
following year. Despite Worf's 
objections, Helena tells him that 
the boy is bright and high spirited, 
but needs his father. Alexander 
remains on board the ship on a 
more permanent basis. 

Soon after taking his place at 
school, Alexander again has 
problems. The teacher, Ms. Kyle, 
even has to call Worf in for a 
conference to discuss the boy's 
behavior. Of particular note is his 
propensity to do something wrong 


Sadly, Alexander is not aware 
that Worf is his father until after 
his mother is dead. Their brief 
reunion is cut short when 
K'Ehleyr is murdered by Duras. 

father with questions. When Worf 
chides his son, saying warriors do 
not ask so many questions, 
Alexander tells his father that he 
does not want to be a warrior. 

Normally, this would just be 
childish contrary behavior, but with 
Alexander it is much deeper and 
his confusion is understandable. 

His mother simply has not taught 
him the Klingon ways, and then he 
is suddenly told about, and 
expected to conform to, the rigid 
traditions and rhetoric of a warrior. 
K'Ehleyr's argument is that 
Alexander, being part human, 
will find his own way in life. She 
suggests to Worf that if he will not 
be Alexander's father, at least he 
should try to be his friend. 

Being Klingon is more than just 
words; one must learn about the 
tools of a warrior. Alexander is 
soon introduced to the bat'leth, a 


When Alexander is injured, Worf 
finally realizes that he would 
rather have his son by his side. 


his father has failed to teach. 

Soon after, Alexander nearly 
loses his life when he is caught in 
a fire in the biolab. Luckily, he only 
suffers a hairline fracture to the 
tibia and smoke inhalation. He 
earns an overnight stay in sickbay, 
but the incident makes Worf 
realize how much he cares for 
Alexander, and he admits that, for 
now, life without his son on board 
is not an option. 


Alexander's experiences lead to behavioral 
problems. His teacher tells Worf that he is 
prone to telling lies. 


With K'Ehleyr dead, Worf finally admits 
he is Alexander's father. He will now tai 
responsibility for the boy's upbringing. 


Alexander's mother is murdered by Duras 
while she is aboard the U.S.S. ENTERPRISE 
in an official capacity. 
















































Sikorion Spatial Trajectors 



The Sikarians are a highlit advanced, peaceful race whose technology 
alloius them to travel halfway across the Galaxy in a single lump. But their 
spatial trajectors use the planet itself to generate the huge fields required, 
making operation away from Sikaris impossible. 


T he Sikarians are a 

technologically-advanced race 
of humanoids who live on the 
planet Sikaris in the Delta 
Quadrant. They are well 
known for their incredible 
hospitality and their highly 
advanced technology. 

The Sikarians have developed a 
spatial trajector that enables their 
peopfe to travel vast interstellar 
distances in seconds. In concept, 
the technology would appear to be 
somewhat similar to the Iconian 
gateways that have been 
encountered in the Alpha and 
Gamma Quadrants. 


The trajector uses a principal 
of folding space which allows the 
Sikarians to travel all over their 
quadrant; the effective range of 
the trajector appears to be 
approximately 40,000 light years. 


Folding space 


Such vast distances, traveled 
almost instantaneously using a 
spatial trajector, would take decades 
to cover using even the highest 
warp speeds; a return journey to 
many of the planets the Sikarians 
visit in seconds would take a 
lifetime to complete using 
conventional space travel. 


O Spatial 
trajectors 
allow Sikarians 
and their guests 
to visit worlds 
beyond the reach 
of conventional 
space travel. 


At first glance, the Sikarian spatial 
trajector is a transportation device 
that appears to function in a similar 
manner to the transporters used by 
Starfleet, but in reality it is far more 
sophisticated. It has the ability to 
fold space by enclosing the object 
to be transported in a neutrino 
bubble; antineutrinos act as a 
catalyst for the process. The size 


of the object transported does not 
seem to be relevant; an object as 
large as a building, or even a 
starship, could be transported 
through the trajector field. Like 
conventional transporters, the 
technology is only needed at one 
end; people sent to a distant planet- 
do not need a spatial trajector 
platform at their destination to 
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The transport platforms from which the 
spatial trajectors transport Sikarians across 
the Galaxy are relatively small structures/ 
little more than a meter in circumference. 
The person or persons to be transported 
stand in the center of the platform. 


In the blink of an eye, 
a person is transported 
from Sikaris to worlds 
thousands of light years 
away. To make such 
journeys in a spacecraft 
would take decades. 






V ". - * 




The platform is lit 
with a pale electronic 
glow from below. 
When a person is 
transported, the 
visual effect 
resembles that 
seen in a Starfleet 
transporter. 


A series of small 
steps lead up to the 
circular platform, pc 
the transporter itseh 
appears to be a fair! 


































Sikarian Spatial Trajectors 







A MATRIX AT ANY COST 


Black market 

The Sikarians will not share their 
technology with the crew of the 
U.S.S. Voyager as they do not believe 
in providing less advanced races with 
technology they are yet to develop 
themselves. However, with the spatial 
trajector providing such a good chance 
of getting home, some of the crew are 
prepared to break the rules to get what 
they want. Some members of the 
Sikarian race are equally prepared to 
contravene their laws, in this case 
because they are interested in trading for 
the many stories contained in Voyager's 
databanks; the Sikarians love stories. 

Chief Engineer B'Elanna Torres, Seska, 
and Lt. Carey are the main instigators of 
the plot to obtain the black market 
trajector, but it is Tuvok who actually 
completes the deal. He later claims to 


/V The matrix proves incompatible with 
V* the U.S.S. VOYAGER'S technology 
and B'Elanna is forced to destroy it to 
avoid risking further damage to the ship. 

Janeway protests that she would never 
have even contemplated such a direct 
breach of Starfleet protocol. Sadly, the 


O The travelers appear at their 

destination. The planet to which they 
have been sent does not need to have a 
transport platform; everything is controlled 
from Sikaris. 


O More than one person can use the 
trajector platform at once. As long 
as they are within the platform's 
circumference, they will be transported. 


O UUhen the trajector begins, the travelers 
glow with a bright white light and then 
disappear. This process takes barely more 
than a second. 


O The trajector can send travelers to 

any world within 40,000 light years of 
Sikaris. The journey time is not affected by 
the distance traveled. 


enable them to return, but are retrieved using 
the technology located on Sikaris. 

Using the concept of folding space, it is 
possible to create a way to cross the 
interstellar void almost instantaneously. The 
Federation has itself been engaged in research 
in this area for some time; the possibility has 
been theorized, but a practical working model is 
yet to be developed. The famous Elway 
Theorem is a scientific treatise that proposed 
transportation through a spatial fold as an 
alternative to the current matter-energy 
transports used throughout the Federation 
but, although the concept was initially very 
promising, development of interdimensional 
folded space transport was abandoned by the 
middle of the 23rd century because it was 
found that each use of the process caused 
cumulative and irreversible damage to the 
transport subject. Similar devices, used by the 
Ansata terrorists of Rutia IV in the 2360s, also 
proved damaging, and ultimately fatal, to its 
users. Somehow, using their advanced 
technology, the Sikarians have been able to go 
beyond the limitations of Federation science 
and come up with a folded space transporter 
that not only exceeds the limits of all 
transporter devices yet conceived, but is 
entirely safe. 

Science in action 

The trajector operates within a neutrino 
envelope. The envelope is huge, bigger by 
a magnitude of 10 than anything Starfleet 
engineers have ever created. To get a field this 
size, the trajector matrix uses the planet 
Sikaris itself as its amplifier; the planet has a 
mantle of tetrahedral quartz 20 kilometers thick 
and the crystalline structure of the mantle acts 
to focus and amplify the trajector field. 

It is this power transfer process that creates 
the incredible strength of the field, but it cannot 
be duplicated away from the planet, thus 
reducing use of the technology to the planet 
Sikaris itself; a matrix could not, for example, 
be fitted to a starship. 

The spatial trajector is controlled by a 


O The field generated by the spatial 

trajector is amplified by the crystalline 
mantle of the planet itself, limiting the 
technology's use to Sikaris. 

cylindrical trajector matrix. Surprisingly, for all its 
power, the matrix is physically quite small, not 
much larger than a human fist. The device is 
beveled at both ends and has a crimson band 
across the middle. Two chrome tubes stick out 
from one end, a single chrome tube from the 
other end. Next to the single tube is a small 
button which controls activation and 
deactivation. Once it is switched on, a small 
red square on the side of the matrix glows, 
indicating that it is operational. 

When the U.S.S. Voyager NCC-74656 
visits Sikaris in 2371, the crew see the spatial 
trajector as a way of halving their 70,000 light- 
year-long journey back to the Alpha Quadrant. 
The Sikarians' own version of the Prime 
Directive prevents them sharing their 
technology with Voyager, but certain members 
of the engineering crew appropriate a matrix 
device without the knowledge of the Sikarian 
authorities or Captain Janeway, and install it 
into their ship's interface simulation to test it. 
Unfortunately, it quickly becomes apparent that 
the trajector can be used only on Sikaris, or 
very close by, since the ability of the trajector to 
do its job is a function of the planet's peculiar 
composition. In order to save the ship from 
sustaining severe damage, the Voyager crew 
are forced to destroy the matrix. 



Captain Janeway that he did this to take conspirators achieve nothing but a 
the burden of doing so off her, although betrayal of the captain's trust. 
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"The ENTERPRISE remains 
in standard orbit while we 
investigate the tragedy that 
has struck the away team. 
Lt. Marla Aster, ships 
archeologist, has been 
killed in what should have 
been a routine mission. 
Whatever the explanation, 
it will not bring back a 
valued and trusted officer ." 


ARSH1P FACTS 


Worf tells Jeremy that Klingons do 
not grieve the loss of the body, but 
celebrate the releasing of the spirit. 




H n away team, led by Worf, conduct 
an archeological survey of an 
apparently deserted planet, once 
home to a race known as the 
Koinonians. The Koinonians 
became embroiled in a civil war 
that lasted for generations; the best 
evidence suggests they eventually destroyed 
themselves. Worf suddenly requests 
immediate transportation back to the ship - 
one of his team has suffered a severe injury. 

Dr. Crusher pronounces Lt. Marla Aster 
dead on arrival, and Worf informs Captain 
Picard that Aster took the full brunt of a 
blast from a hidden explosive device. She 
is survived by her 12-year-old son, Jeremy. 
His father died some years before, and 
Jeremy's only living relatives are an aunt 
and uncle on Earth. Worf, troubled that 
Marla died under his command, tells 
Counselor Troi that he wishes to perform 
the R'uustai with Jeremy - a Klingon 
ceremony also known as 'the bonding'. 


( ? Lt. Marla 
^ Aster 
leaves behind 
an only son, 
Jeremy. The 
young boy is 
now all alone 
as his father 
died five 
years earlier 
from an 
infection. 
Captain 
Picard and 
Counselor 
Troi reassure 
him that no 
one is alone 
aboard 
the U.S.S. 
ENTERPRISE. 


f | Lt. Aster is killed while on an away 
K team mission, led by Worf. Dr Crusher 
attempts to revive her, but to no avail. 


As Jeremy mourns for Marla, she 
suddenly materializes in their quarters. Marla 
tells her son she is perfectly well, and that 
they are going to live together on the planet 
below. All transporters are shut down to 
prevent 'Marla' and Jeremy beaming out, 
but a blue energy beam enters the ship and 
starts to reactivate them. The Marla-being 
reveals to Picard that two life forms, one of 
energy and one of matter, once inhabited the 
Koinonian planet. When the material race 
destroyed itself, the noncorporeal beings 
swore that nobody should ever suffer from 
the effects of war again. They now wish to 
make amends for the death of Jeremy's 
mother by bringing the image of her back to 
life. However, Picard convinces 'Marla' that 
Jeremy must learn to live without his 
mother. "It is at the heart of our nature to 
experience pain ... and joy," he tells her. 

As Jeremy prepares to live with his aunt 
and uncle, he and Worf perform the 
R'uustai. Worf gives the boy his own 
Klingon sash, and they honor the memories 
of their dead mothers. They have bonded, 
and their families are now joined. 


/ ^ Jeremy is shocked when Marla appears 
' in their quarters and claims a mistake 
has been made; she is not dead after all. 


4 Worf is very concerned when he goes 
to see Jeremy and finds the 'dead' 
lieutenant alive and well. 


(jj 'Marla' attempts to explain to Picard 
and Troi why her race of noncorporeal 
beings are so desperate to take Jeremy 
down to the planet. 


q Worf asks Jeremy to join him to perform 
the R'uustai, a ceremony that will make 
them brothers. Jeremy will be part of Worf's 
family forever. 











"We have arrived at 
Orelious IX to chart the 
battle in which the 
Mentha rs and Promellians 
fought to their mutual 
extinction. Among the ruins 
we have found a relic - 
a PROMELLIAN BATTLE 
CRUISER that has withstood 
the centuries" 


Before Captain Picard is forced 
to destroy the Promellian Battle 
Cruiser , he plans to have it 
cataloged by the Astral 5 Annex. 


I he U.S.S. Enterprise NCC-1701-D 0 

picks up a distress code from a 1,000 
year old Promellian Battle Cruiser r 

abandoned among the debris of a 
long forgotten war; Captain Picard 
personally leads an away team. 
Suddenly, the Enterprise experiences 
a drop in its energy reserves. A field of high- 
intensity radiation begins to bombard the 
Enterprise ; shields are raised and the ship 
goes to Red Alert, but she is unable to move 
away, and the energy drop means shields 
will only last for three hours. After that, the 
radiation will prove fatal inside 30 minutes. 

Research shows that the Enterprise has 
fallen into the same Menthar snare that 
killed the crew of the Promellian Battle 
Cruiser . Geordi La Forge begins to work 
out a way of escaping the booby trap; from 
the ship's computers, he creates a holodeck 
program that enables him to interact with 
Dr. Leah Brahms, the propulsion expert 
who designed the Enterprise's engines. 


2 Captain Picard leads the away team 
^ that beams onto the ancient Promellian 
ship. He is thrilled by the chance to 
examine this well-preserved monument to 
early space travel. 


* The U.S.S. ENTERPRISE investigates an 
1 interplanetary distress code, and finds 
that it originates from a PROMELLIAN 
BATTLE CRUISER , a relic from a war 
fought 1,000 years earlier. 


Data returns from the Promellian Battle 
Cruiser with the ship's logs; they reveal that 
the radiation is emanating from thousands 
of aceton assimilators - primitive 
generators that can drain power from distant 
sources - sealed within the surrounding 
planetary wreckage. Data speculates that it 
would not be difficult to modify them to 
convert energy into radiation. Geordi 
realizes that in order to escape they have to 
generate enough energy to get out, but 
they're caught in a booby trap that "eats 
energy for breakfast." 

As the shields fail and radiation begins to 
seep into the Enterprise , Geordi proposes 
shutting down all the ship's remaining 
power except for minimal life support and 
two thrusters, and using only these to 
manually pilot the ship out of danger. Picard 
uses an asteroid's gravitational pull to sling¬ 
shot the Enterprise away from the Orelious 
system, then destroys the asteroid field to 
ensure no other ships are ensnared. Sadly, 
this means that the Promellian Battle Cruiser 
is also destroyed. 


j From the Promellian ship's logs > 

4 Data collects vital information about 
how the crew died. 


n Geordi enlists the help of a simulation 
J of Dr. Leah Brahms to help free the 
ENTERPRISE from the Menthar trap. 


r* The plan works. By using only 
° thrusters and manual control, the 
ENTERPRISE is able to escape from the 
deadly asteroid field. 


c Working together, 'Dr. Brahms' and 
° Geordi come up with a solution that 
should allow the ENTERPRISE to escape 
without its power being drained. 




ON SCREEN... 
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STARSHIP LOG 


MEDICAL LOG 

STARDATE 47SSS.1 

"Chief O'Brien and I have 
been working overtime to 
prepare for the arrival of a 
new cartographer. Ensign 
Melora Pazlar is the first 
Elaysian to join Starfleet, 
and as such requires special 
accommodations ." 

- Dr. Julian Bashir 


Melora' + 

The arrival of Melora Pazlar. rhe first Elaysian in Starfleet. presents Dr. Julian Bashir 
liiifh a nem challenge. Bashir's treatments can 'cure' the disadvantages Melora suffers 
under Deep Space Nines gravity, hut the price may he too high. 


D r. Julian Bashir has constructed 
a special wheelchair for Ensign 
Melora Pazlar, a Elaysian who 

grew up on a planet with low surface 
gravity. Melora is disadvantaged on 
Deep Space Nine , but she does not 
want special treatment. 

After Melora has boarded the station, she 
asks to pilot a Runabout into the Gamma 
Quadrant. Sisko is uncomfortable with the 
idea of Melora traveling alone, and insists 
that Dax accompany her. Before Melora 
embarks on the journey, Julian takes her to 
dinner at the station's Klingon restaurant. It 
is clear they are attracted to each other. 

Meanwhile, Quark attempts to placate 
his recently arrived 'guest', Fallit Kot. Eight 
years earlier. Quark and Kot hijacked a 
shipment of Romulan Ale; Kot believes 
Quark then betrayed him to the authorities. 
He has completed a hard labor sentence, 
and has now arrived on Deep Space Nine 
seeking revenge. 


ON SCREEN.. 


§ 


Umuanfed changes 




Bashir finds a 'cure' for Melora's condition. 
The Elaysian responds well to the treatment, 
and begins to walk unassisted. However, she 
is concerned that Bashir's cure will mean 
that she will never be able to live a normal 
life on her low gravity homeworld. 

Fallit Kot attacks Quark in his quarters, and 
steals 199 bars of latinum. As Melora and 
Dax return to the station, Kot hijacks the 
Orinoco. Sisko locks a tractor beam onto 
the vessel, but Kot fires at Melora, forcing 
the commander to release the beam. 

Sisko, Bashir and Chief O'Brien board 
the Rio Grande and follow Kot through the 
wormhole. As the Orinoco prepares to go to 
warp, Melora begins to recover; she 
manages to switch off the vessel's gravity 
generators, and knocks Kot out. 

Back on Deep Space Nine , Melora tells 
Julian she does not want to undergo any 
more treatments. They might have made her 
independent, but she would no longer be 
a true Elaysian. She will soon have to leave 
Deep Space Nine, and Julian. 


TARSHIP FACTS 

At the Klingon restaurant, Julian 
orders racht, a double serving of 
glacht with no sauce, and a side 
order of zim'kagh. 



The higher 
gravity of 
Earth-type 
environments 
puts Melora 
Pazlar at a 
distinct 
disadvantage; 
the increased 
pressure makes 
it impossible for 
her to walk. Dr. 
Bashir has built 
a special wheel¬ 
chair to her 
specifications > 
but she is 
determined not 
to receive any 
other special 
treatment. 


g Quark is in trouble. An old acquaintance, 
who believes Quark betrayed himi, has 
recently been released from prison and has 
come to the station seeking revenge. 








'S/s* . 




2 Melora and Dr. Bashir appear to be 

getting along extremely well. Julian takes 
her to dinner at the Klingon restaurant on 
DEEP SPACE NINE'S Promenade. 


K 




It 


4 


Dr. 

Bashir's 
research has 
found a 
treatment 
which will 
allow Melora 
to function 
more 

normally in 
DEEP SPACE 
NINE'S 
gravity. She 
responds 
well to early 
treatments 
but the 
lasting 
effects will 
change her 
very nature 
as an 
Elaysian. 


c Fallit Kot, Quark's enemy, hijacks the 
RUNABOUT ORINOCO and attempts to 
pilot it through the wormhole. He holds its 
crew hostage. 



q Melora overpowers Kot by knocking out 
the RUNABOUT'S gravity. Thanks to her, 
the crew are safe, but she decides not to stay 
on DEEP SPACE NINE - the price is too high. 









'RULES OF 
ACQUISITION 1 

"Well, Quark, I've been 
involved in some very 
profitable opportunities in 
my time, but my lobes are 
telling me that this may 
be the most profitable 
opportunity in Ferengi 
history!" 

- Grand Nagus Zek 


STARSHIP FACT! 


The Grand Nagus believes that 
whoever learns the secret of the 
Dominion will learn the secret of 
the Gamma Quadrant. 


y rand Nagus Zek returns to Deep 
Space Nine ; he wants Quark to act 

as chief negotiator in a business 
conference with the Dosi. Quark's 
task will be to purchase 10,000 vats of 
tulaberry wine from them, in order 
to establish a Ferengi presence in 
the Gamma Quadrant. A Ferengi waiter 
named Pel agrees to act as Quark's 
consultant for 20 percent of the profits. 

Disappointed not to be dealing directly 
with Zek, the Dosi tell Quark they have not 
yet decided if they will give him the full 
10,000 vats. To add to Quark's discomfort, 
the Nagus then tells him he wants to 
increase the order to 100,000 vats. 


o Quark is to be the chief negotiator in 
^ the business deal. Later, in his bar, a 
newly-arrived waiter named Pel offers him 
assistance. 


* The Grand Nagus has come to 

* DEEP SPACE NINE to do business with 
a Gamma Quadrant race called the Dosi, 
and he wants Quark to help. 


At lunch, Jadzia Dax learns that Pel is 
actually a female; Ferengi women are 
forbidden to leave the house, wear clothes, 
or learn to read. Pel wants more than this, 
and has used synthetic lobes to disguise 
herself as a man in order to make profit. 

When Quark asks the Dosi for 100,000 vats 
they angrily leave the station. In a desperate 
bid to continue the negotiations, Pel and 
Quark travel to the Dosi homeworld. The 
Dosi claim they do not have 100,000 vats 
to sell, but suggest that a race called the 
Karemma, powerful members of the 
Dominion, may be be able to help. 

Upon his return, Quark suggests to 
Zek that the negotiations were about the 
Dominion, not tulaberries. Zek admits he 
hoped to uncover a more powerful member 
of the Dominion than the Dosi, and is 
delighted when Quark reveals the name of 
the Karemma. Fie agrees to give Quark a 
percentage of all Ferengi profit in the 
Gamma Quadrant. 

Quark's joy is diminished when Nog 
gleefully reveals he has discovered Pel is a 
woman. Although the Nagus also learns 
Pel's secret, he reluctantly realizes he cannot 
prosecute her, for fear of revealing he had let 
a female represent him in a business deal. 
Zek allows Pel to leave the station 
unpunished ... so long as Quark agrees to 
relinquish his Gamma Quadrant profits. 


* Pel has an amazing secret: 'he' is 
^ actually a Ferengi female who has 
disguised herself as a man because of the 
sexual discrimination on her homeworld. 


o The Dosi are not an easy race to deal 
J with. They are annoyed at not talking 
with the Grand Nagus directly, and will 
not commit to the deal. 


** Pel's secret is revealed, but Zek cannot 
° punish her without admitting he was 
fooled. She and Quark part fondly; he gives 
her 10 bars of latinum as a goodbye gift. 


/- The Dosi cannot help Quark and Pel, 

° but suggest that the Karemma, a more 
powerful member of the Dominion, may be 
able to give them what they want. 










h-z mm access point 


D 


continued 


drill thralls Experienced fighters who trained new 

captives, known as thralls, on the planet Triskelion. 
The thralls became the slaves of the Provider entities 
after being seized from their homeworlds, and for 
the rest of their lives they were forced to engage in 
gladiatorial combat for the entertainment of their 
'masters'. They were finally released in 2267 due to 
the intervention of James T. Kirk. ( Starship Log: 'The 
Gamesters of Triskelion' [TOS]) SEE FILES 18, 68 


drill, laser, 


A portable mining tool. Neelix packed 
one when he, B'Elanna Torres and Tom Paris 

attempted to access underground gallicite deposits on 
an obscure planet in 2373. ( Starship Log: 'Blood Fever' 
[VOY]) SEE FILE 71 


driver coil assembly Vital component in the 

propulsion systems of Intrepid -class and Defiant -class 
starships. Driver coils must be properly configured for 
impulse speed; engines will not operate if the assembly 
is damaged. ( Starship Log: 'For The Uniform' [DS9]; 
'Basics', Part I [VOY]) SEE FILES 28, 29, 70, 71 


Drofo Hm 

Xepolite freighter 
captain who was 
caught smuggling 
weapons to 

Cardassian colonists 
in the Demilitarized 
Zone in 2370. This 
was a direct violation 
of the Federation- 
Cardassian treaty. 

(Starship Log: The 
Maquis', Part II [DS9]) 
SEE FILE 70 


O The title 'Hetman' is the 
Xepolite term given to 
starship commanders such 
as Drofo Awa. 



DrOVdO, LH.S. Klingon warship, Vor'cha class. In 
2372 it was used to illegally mine the Bajoran System 
with cloaked explosives, and was accidentally damaged 
in the process. Drovna had to be towed to Deep Space 
Nine by the U.S.S. Defiant NX-74205 While waiting 
for repairs to be made, Worf and Kurn covertly obtained 
the codes to disable the mines. ( Starship Log: 'Sons of 
Mogh' [DS9]) SEE FILES 34, 70 


Droxine 


Daughter of Plasus, an official in the cloud- 
based city of Stratos. Droxine lived a privileged life 



O Droxine 
was so 

well protected 
by her father 
that she was 
completely 
ignorant of 
the suffering 
on her own 
planet; the 
exploitation of 
the Troglytes 
provided her 
with a life of 
luxury in the 
cloud city. 




drill, laser 
driver coil assembly 
Drofo Awa 
I.K.S. Drovna 
Droxine 
Drusiila 
r-drydock 
/dryworm 


lu'cha 

luaiitic inverter 


duonetic field 


FILE 


O Drill thralls were used to train new captives 

on Triskellion, until Captain Kirk won a bet with 
the Providers and gained freedom for all the thralls. 


above the harsh surface of Ardana and knew nothing 
of the bitter existence led by the Troglytes, who toiled 
below to support her life in the clouds. She became 
infatuated with Spock in 2369 and was very 
disappointed to learn that Vulcans only took a mate 
every seven years. ( Starship Log: 'The Cloud Minders' 
[TOS]) SEE FILES 18, 68 


drijdocH A large off-planet maintenance platform 
where major repairs and scheduled servicing of 
starships are performed; one such facility is located in 
orbit above San Francisco. The name is borrowed frorr 
nautical terminology. ( Starship Log: Star Trek: The 
Motion Picture) SEE FILES 32, 72 


O James T. Kirk was easily 
won over by the charms 
of the beautiful slave girl 
Drusiila. 


Drusiila A female 

slave on Planet 892- 

IV. In 2267, James 
Kirk was granted a 
night with Drusiila by 
her master, Proconsol 

Claudius Marcus, as 

a pre-execution 
courtesy. It was an 
offer he couldn't 
refuse. ( Starship Log: 
'Bread and Circuses' 
[TOS]) SEE FILES 
18, 43, 68 


drporm Immense organism native to Antos IV. 
The dryworm is able to produce and direct a type of 
energy without any deleterious effects to its own form. 
(Starship Log: 'Who Mourns for Adonais?' [TOS]) 


ENTERPRISE underwent 
a major overhaul at the San 
Francisco Yards drydock in 
Earth orbit following its 
five year mission under the 
command of James Kirk. 


SEE FILE 68 


IS: 


I Starfleet idiom for a deep space station, as in DS9 

for Deep Space Nine. Others include the Federation 

space stations and bases DS3, DS4, and DS5 [Starship 
Log: 'Emissary' [DS9]) SEE FILES 27, 70 

Ou'cha Klingon language term, frequently used 
by officers to request that an audio transmission be 
broadcast over a ship's speakers. ( Starship Log: Star 
Trek Generations) SEE FILES 11, 78 

dualitic inverter An engineering tool. Chief 

O'Brien sent Crewman Janklow to get one from the 
U.S.S. Defiants cargo bay while trying to repair engine 
room damage suffered during a Jem'Hadar attack. 

(Starship Log: 'Starship Down' [DS9]) SEE FILE 70 



O Space stations such 
as DEEP SPACE NINE 
often have their names 
abbreviated to initials for 
convenience. 




































i-J DATABASE ACCESS POINT 



Duani An Aldean female. She was an active participant 
elaborate plot to kidnap children from the U.S.S. Enterprise 
NCC-1701-D to aid in the propagation of her species. Whei 
failed, she accepted technological assistance from starship 
(Starship Log: 'When the Bough Breaks' [TNG]) SEE FILES 


in an 

e 

n the plan 
personnel. 

18, 69 



Duchamps Character in Julian 

Bashir's secret agent holosuite program; 
he was an associate of Dr. Hippocrates 
Noah. A transporter malfunction in 2372 
caused Worf to be stored in the holosuite 
matrix as Duchamps. ( Starship Log: 

'Our Man Bashir' [DS9]) SEE FILES 
56, 70 


O Due to a transporter accident, 
Worf was stored in the holosuite 
matrix as the character Duchamps. 



O The field station on 
Mintaka III was hidden 
in a rock face. The failure of 
the duck blind threatened 
a serious case of cultural 
contamination. 


duck Mind 


Common term 


for the hologram generator 
that anthropology field 
researchers use to conceal 
their stations in order to 
prevent cultural contamination 
of their subjects; the duck blind 
projects false images. The duck blind failure on Mintaka III in 2366 
nearly caused serious contamination of the Bronze Age proto-Vulcan 


humanoid civilization. (Starship Log: 'Who Watches the Watchers?' 
[TNG]) SEE FILES 18, 69 


Duffy, Lieutenant Officer on the U.S.S. Enterprise NCC-1701-D , 

serving in Engineering. In 2366, Duffy was unintentionally responsible 
for a contamination of invidium, which caused various systems to 
malfunction. ( Starship Log: 'Hollow Pursuits' [TNG]) SEE FILE 69 



Dukat, Gul 


Hawkish officer in 
command of Cardassia's pre-2369 
occupation of Bajor. Jurisdiction over 
Terok Nor (later renamed Deep Space 
Nine) also fell within Dukat's domain. 

He was an often ruthless prefect, 
although he prefers to project a more 
benign image. During the occupation 
of Bajor, he took a Bajoran mistress, 

Tora Naprem; the liaison produced a 
daughter, Tora Ziyal. Dukat's political fortunes were varied, but in 2373 
he negotiated Cardassia's entry into the Dominion and became his 
people's leader. Shortly afterward he breifly regained control of Terok 
Nor. After Ziyal was killed in 2374, Dukat suffered a mental breakdown. 
(Starship Log: 'Caretaker' [DS9]) SEE FILES 50, 70 


O Dukat was the prefect in charge 
of Bajor and TEROK NOR when 
the Cardassian occupation ended. 


Dulisisn IV Planet on which a Federation colony is located. 
Romulan forces transmitted a false distress signal, allegedly from the 
colony, to lure Picard's U.S.S. Enterprise NCC-1701 -D away from the 
planned Romulan invasion of Vulcan. ( Starship Log: 'Unification', Part II 
[TNG]) SEE FILE 69 


Dulmer Humorless field agent from the 

Federation Department of Temporal 
Investigations. Dulmer and partner Lucsly 
interrogated Sisko about the U.S.S. Defiants 
return to 2267, where the crew became 
entangled in past events aboard the U.S.S. 
Enterprise NCC-1701 ( Starship Log: 'Trials 
and Tribble-ations' [DS9]) SEE FILES 19, 70 


O Dulmer's job was to assess the 
damage done to the timeline by 
the crew of the U.S.S. DEFIANT. 



Dunont Ensign Suzanne Starfleet officer. In 2366, she 

accompanied Ensign Wesley Crusher on a date that took them into 
the U.S.S. Enterprise NCC-1701-D arboretum. ( Starship Log: 'Sarek' 
[TNG]) SEE FILES 25, 69 



O Dunbar was Henry Starling's 
right hand man, and knew all 
about the stolen timeship. 


Dunbar 


Security agent working 
for Henry Starling, the CEO of 
Chronowerx, in 1996 Los Angeles. 
Dunbar attempted to kill Rain Robinson 
and committed other nefarious acts to 
protect Starling's purloined timeship 
from being discovered. ( Starship Log: 
'Future's End', Parts I and II [VOY]) 

SEE FILES 44, 71 


dung beetle, Imran. 


__.. a _ I A repulsive insect. While attempting to 

train Odo to act like a Klingon warrior, Worf called him an Alverian 
dung beetle to his face, hoping the insult would inflame Odo's anger. 
(Starshin I nn : 'Anocalvose Risina' IDS91) SEE FILE 70 


dunghill bird , 


I A feathered creature found only on Potak III. The 
scarce and exquisite libation called Potak Cold Fowl is made from the 
glandular secretions of adults of the species. ( Starship Log: 'Parturition' 
[VOY]) SEE FILE 71 


Dunlop, ligel Character in The 

Queen's Gambit' holosuite adventure. 
In the story, Dunlap was a 20th century 
former secret agent who came out of 
retirement to help foil a diabolical plot 
to assassinate the Queen of England. 

(Starship Log: 'A Simple Investigation' 
[DS9]) SEE FILES 56, 70 

O Nigel Dunlap once helped 

Dr. Bashir's holosuite alter ego 
to protect the Queen of England. 



dunsel < 


I Starfleet Academy slang for an obsolete or moribund article. 

Robert Wesley facetiously called his friend James Kirk "Captain 
Dunsel" after command of the U.S.S. Enterprise NCC-1701 was 

transferred to the M-5 computer in 2268. ( Starship Log: 'The Ultimate 
Computer' [TOS]) SEE FILE 68 


duonetic field j 


I Artificial or natural dynamic expanse that emits 
powerful electromagnetic impedance. Duonetic fields, such as the one 
surrounding planet Orellius, can inhibit the use of most electronic and 
computerized devices. ( Starship Log: J Paradise' [DS9]) SEE FILE 70 
























